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DETAILED ACTION 

In response to the Request for Continued Examination (RCE) under 37 CFR 1.1 14 filed 
on 8/9/07. Claims 2, 4-5, and 7-9 have been amended. Claims 2, 4-5, and 7-9 are pending in the 
current application. 

Claim Rejections - 35 USC § 103 

The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set forth in 
section 102 of this title, if the differences between the subject matter sought to be patented and the prior art are 
such that the subject matter as a whole would have been obvious at the time the invention was made to a person 
having ordinary skill in the art to which said subject matter pertains. Patentability shall not be negatived by the 
manner in which the invention was made. 

Claims 2 and 4-9 are rejected under 35 U.S.C, 103(a) as being unpatentable over 
Satsukawa et al. (US 6,379,249 Bl) and Kami et al. (US 5,853,324) and further in view of 
Farkas' Diablo II: Ultimate Strategy Guide (Copyright 2001). 

Regarding claims 1 and 7-9, Satsukawa teaches a computer program product including a 
computer program causing a computer system to execute processing for determining whether or 
not bullets that are virtually fired in response to an input operation of a player collide with an 
enemy-character that is computer controlled, and processing for displaying the enemy character 
in a virtual space viewed from a virtual viewpoint on a screen, the computer program causing the 
computer system to execute: a) determining whether or not a visual effect request for requesting 
visual effect processing is input by a player (ie: the first player perspective of the virtual 
game)(see Fig. 2 and the related description thereof col 7: In col 18: In 55); (c ) displaying 
circumstances in the virtual space where the enemy-character is located based on a changed time 
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scale (ie: elapsed progression in the game); (d) determining whether or not bullets that are 
virtually fired in response to an input operation of the player collide with the enemy-character 
being a shooting target or collide with bullets that are virtually fired from the enemy-character 
being a shooting target or collide with bullets that are virtually fired from the enemy-character 
and are shooting targets (see col 7: In 28-65, col 8: In 36-60); (e) displaying an image of the 
shooting target being shot at one the screen when bullets that are virtually fired responding to an 
input operation of the player collide with the shooting target (ie: shoots a locus of bullets when 
player input is received) (see col 8: In 24-55); (f) displaying a remaining time for the computer 
system to execute the display of circumstances; (g) decreasing the remaining time in proportion 
to an elapse time in which the computer system executes the displaying of circumstances (see 
col 11: In 13-col 12: In 62). However, Satsukawa is silent with respect to the specific teaching 
of a running time limit or remaining time in proportion to the elapsed time to change such things 
as the display speed of the enemy-character and other attributes of the game. 

In an analogous gaming patent, Kami et al. teaches the implementation of a shooting 
game where an elapsed time reduces in game play that decreases in proportion to an elapsed time 
in which the computer system executes the displaying of circumstances. Additionally, the 
system of Kami teaches the determining of whether or not the remaining time is over because the 
game play is then terminated if the remaining time is over. However, as taught in Kami the 
remaining time may be restored to a normal value when a certain accomplishment or progression 
through the game has been reached (see time limit [380] of Fig. 3 and the related description 
thereof). Furthermore, Kami et al. teaches determining whether or not a plurality of bullets that 
are virtually fired in response to an input operation of the player consecutively collide with the 
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enemy-character or with bullets that are virtually fired from the enemy-character and increasing 
the remaining time more when the plurality of bullets that are virtually fired in response to an 
input operation of the player consecutively collides with bullets that are virtually fired from the 
enemy-character than when the plurality of bullets that are virtually fired in response to an input 
operation of the player consecutively collide with neither the enemy-character nor bullets that are 
virtually fired from the enemy-character (see time limit [380] of Fig. 3 and the related 
description thereof Fig. 8(a-c) and the related description thereof). One would be motivated to 
incorporate such features into that of shooting game in order to create another layer of intensity 
within the game play. It would also require the player to have to effectively accomplish goals in 
the game while eliminating the enemy player-characters. Therefore it would have been obvious 
to one of ordinary skill in the art to modify the features taught in Satsukawa with that of Kami in 
order to create a computer program product that incorporated a time scale element that effected 
the progression of a video game at the time the invention was made. However, although 
Satsukawa and Kami allow for a battle game to incorporate different time elements it is silent 
with respect to stating an ability to change a time scale "such that a display speed of at least the 
enemy-character and each one of the bullets fired from the enemy-character become slower 
when the visual effect request is input. 

In a related gaming reference, Farkas teaches an analogous game that incorporates an 
feature called "frost nova" which generates by the input of the user an icy Shockwave that 
spreads out in all directions around a player character and freezes all targets its hits as it travels 
outwards from its position. As a result of the "frost nova" all of the affected enemy characters 
are slowed by a set length of time and are damaged in the process of this feature (see pg. 73). 
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Therefore, the feature of a "frost nova" taught by Farkas with reference to Diablo II teaches a 
changing a time scale such that a display speed of at least the enemy-character and each one of 
the bullets (ie: movements) fired from the enemy-characters become slower when the visual 
effect request is input (see pg. 73). One would be motivated to incorporate such a feature into 
another shooter/battle game because it would allow the player to gain a selected advantage in 
being able to eliminate the enemy characters with greater ease in playing the game, and produce 
the expected result of allowing the game to temporarily give an advantage. Therefore it would 
have been obvious to one of ordinary skill in the art at the time the invention was made to 
incorporate the features taught in Farkas with that of the computer program product taught in 
Satsukawa and Kami. 

Regarding claim 2, Satsukawa discloses the computer program product wherein the 
computer program product causes the computer system to execute whether processing transitions 
to bullet fire wait status where a bullet is fired from the enemy-character to the player-character 
within a predetermined time, and if processing transitions to the bullet fire wait status, the 
computer program causes the computer system to determine whether the player input called for a 
visual effects request (see Fig. 24 and the related description thereof col. 12: In 32-67). 

Regarding claim 4, Satsukawa disclose a computer program wherein the computer 
program product causes the computer system to determine whether the mode is a mode where 
two or more players play, and to update the remaining time so that the increasing amount of the 
remainin^time when it is determined that the mode is a mode where two or more players play 
(see col. 9: In 39-col 10: In 30), becomes different from the increasing amount of the remaining 
time in a mode where one player plays. 
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Regarding claim 5, Satsukawa disclose a program product wherein the computer program 
causes the computer system to determine whether or not the displaying of circumstances with 
respect to the image display processing and visual effects is being executed and if it is 
determined that the image display processing with the visual effects is being executed, the 
computer program causes the computer system to execute image effects processing for changing 
the display mode visually before and after the image display processing with the visual effects is 
executed {see Fig. 2 and the related description thereof, col 8: In 23-54). 

Regarding claim 6, Satsukawa disclose wherein the visual effect request input is a control 
signal, which is output to the computer system when a player steps on a foot pedal connected to 
the computer system {see col 8: In 23-36). 

Response to Arguments 

Applicant's arguments with respect to claims have been considered but are moot in view 
of the new ground(s) of rejection. 

Conclusion 

Any inquiry concerning this communication or earlier communication from the examiner 
should be direct to Ryan Hsu whose telephone number is (571)-272-7148. The examiner can 
normally be reached on M-F 8:30 AM - 5:00 PM. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Robert E Pezzuto can be reached at (571)-272-6996. 

Information regarding the status of an application may be obtained from the Patent 
Application Information Retrieval (PAIR) system. Status information for published applications 
may be obtained from either Private PAIR or Public PAIR. Status information for unpublished 
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applications is available through Private PAIR only. For more information about the PAIR 
system, contact the Electronic Business Center (EBC) at 1-866-217-9197 (toll-free). 

RH 

August 30, 2007 
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